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Interdisciplinary work is necessary to respond to the challenges of the current 
society. For instance, the partnership between technology, humanities and arts, had 
allowed the contemporary development of interactive systems. An example is the fact 
that producing a smartphone involves graphic designers, psychologists, illustrators, 
sociologists, and other professionals, including engineers. One might say the same about 
the development of video games, laptops, movies and computer mice. In summary, 
behind of the creation of any "technological artifact" there is hard interdisciplinary 
work. 
The partnership technology-humanities-arts is a result of a continuous evolution of 
both the industrial and the academic sector. Probably, the earliest evidence of this 
partnership is the Chinese shadows puppetry and similar theater expressions in Europe 
that may be considered the forefathers of multimedia and the first interactive systems 
[1]. In those exhibits, the principle of the alliance between art and technology was 
evident: the search for better ways of artistic expression encourages the development of 
new technologies. Today, video mapping shows [2], algoraves/live coding concerts [3], 
net.art works [4] and interactive artworks [5], among other expressions, are 
consequences of the same principle: a need to express (cause) followed by the 
implementation or development of a technology (effect). The association between 
technology, humanities and arts can be interpreted as a permanent dialogue by different 
forms of knowledge —namely “Science, philosophy and Art” [6]— to face the new 
challenges and complexities of society nowadays. Art, science and new technologies open 
a new field of experimentation and creation of ways to interact with reality. 
In some cases, the effect derived from a necessity is more complicated, it is a 
deliberation or a study field. Human-computer interaction (HCI) is a response to specific 
requirements, to the search for more natural, easier-to-use, user-friendly interactive 
systems [7]. As a result, at the heart of the questions and goals of any HCI subfield —
e.g. computer-supported cooperative work [8], affective computing [9] and multicultural 
interfaces [10]— lies the improvement of user-system-user communication. 
Interactive systems are a loop. They are a response to the needs of a user, a solution 
to a technical obstacle, the idea that needs expression. However, they also pose a 
usability problem; these artifacts need to be improved. They represent answers and 
questions in the user-centered interaction loop. Furthermore, the fact that these 
answers and questions are immersed in the relationship between technology, 
humanities should not be forgotten [5]. 
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From the perspective of art, the new forms of production and distribution of artistic 
experiences, the conception of the work of art and the relationship between artists and 
the public make technology a means of creation and a field of reflection itself. Cause and 
effect have a two-way relationship. These experiences allow to raise new questions about 
the cultural transformations of the world at present: the role of technology in human 
interactions, the development of new forms of expression and new materials for 
creating. 
For that reason, interdisciplinary work is the priority inside interaction labs (both 
of industrial and academic sectors), which are spaces that adopted interaction loop as 
inspiration philosophy. . The Institute for Creative Technologies of the University of 
Southern California1, the Center for Science and the Imagination of Arizona State 
University2, the MediaLab of Massachusetts Institute of Technology3, and the MediaLab 
Prado4 of the Department of Culture and Sports of the City of Madrid are recognized 
examples of this type of labs in academic spaces. Such facilities are well equipped to 
support the creation of artistic works with technology and new solutions to interaction 
problems. 
In our country, the number of proposals in this field is growing. One of them is the 
popular International Image Festival5, which enjoys high academic prestige and gathers 
experts in arts and visual communication. In recent years, it has been focused on media 
art and similar art expressions supported by technology.  
Currently, several university programs address the future and present challenges 
and complexities of this field of knowledge, which requires multidisciplinary, 
transdisciplinary and interdisciplinary work. In fact, our institutions have proposals in 
similar regards. The Universidad Militar Nueva Granada is the first university in the 
country to offer a Multimedia Engineering6 undergraduate program that trains 
students with aesthetic sensibility and capabilities in engineering to generate solutions 
to problems related to the creation, analysis, processing and presentation of multimedia 
content. Another proposal is the Multimedia Conference7, an event that seeks to bring 
together experts in analysis, processing and production of multimedia information. The 
Metropolitan Institute of Technology in Medellín has recently introduced a new 
program: Master's in Digital Arts8, which offers graduate training to professionals in 
various disciplines. This program is a project of the Faculty of Arts and Humanities in 
partnership with the Faculty of Engineering of the institution is characterized by the 
permanent relationship between different forms of knowledge: art, science and 
philosophy. 
For this thematic issue, researchers in Arts/Technology and Interactive Systems 
were invited to submit original works as a collaborative proposal between our two 
institutions. We received 18 papers, four of which are published in this issue in the 
thematic section. Four other articles continue in the editorial process; they will be 
                                                          
1 http://ict.usc.edu/ 
2 http://csi.asu.edu/ 
3 https://www.media.mit.edu/ 
4 http://medialab-prado.es/ 
5 http://festivaldelaimagen.com 
6 http://www.umng.edu.co/web/guest/programas-academicos/facultad-ingenieria/pregrados/ingenieria-multimedia 
7 http://congresomultimedia.umng.edu.co/ 
8 http://www.itm.edu.co/facultades/facultad-de-artes-y-humanidades-18/formacion-2/maestria-en-artes-digitales-2/ 
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included in the regular section in future issues. We look forward to accepting other 
collaborative proposals by the Arts/Technology and Interactive Systems community. 
Last but not least, we would like to express our gratitude to the team of reviewers who 
accepted the assignments within such tight schedule. 
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